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Thank you for selecting “PUSS N BOOTS-Pero's 
Great Adventure" the exciting new game from 
ELECTRO BRAIN CORP (EBC). 


Please read this instruction booklet carefully to tami- 
Паге yourself with the general play of the game, as 
weil as the proper handling of your new game pak. 
Then keep this instruction booklet handy to use as a 
reference guide. 

PRECAUTIONS 

1) Do not touch the game pak's terminal con- 
nectors. Keep them free of dust and moisture. 


2) Store your game pak at room temperature. 
Avoid extremely hot or cold temperatures. 


3) Do not clean with paint thinner, benzene, 
‘alcohol, or other such solvents. 


4) Avoid subjecting your game pak to shock. 
Never attempt to open or dismantle it. 
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| THE STORY | 


Count Gruemon, a notorious swine, hated mice with 
а passion. One day, he discovered a mouse in his 

ount Gruemon ordered. 
Puss № Boots (Pero) to find and destroy the mouse. 
However, Pero was a kind-hearted cat and had 
become friends with the mouse, and so, helped the 
Title creature to escape. Ina fit of anger, Count Grue- 
mon, aided by Dr Gari-gari, a fiendish scientist wolf, 
sent Pero on a perilous time-travel journey around 
the world and into the past. Now, Pero must locate 


and defeat Count Gruemon and the mad Dr. 
Gari-gari, and use their Time Machine to 

tome -or be stuck in the past forever. 
To make matters worse, the Cat Kingdom. 
has sent Killers after Pero because he 
helped a mouse and thereby violated Cat. 
Kingdom Law. Pero must travel to exotic 
lands and overcome many hazards, but can 
he defeat the combined might of the dia- 
bolical Count Gruemon, Dr Gart-gari, and 
the Killers, 
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PLAY 

‘appear. Press A to return to the title screen. 
Press SELECT to move the boot to "CON- 
TINUE”. Press START to return to the map 
ihe stage you left. 





HOW 


During the main title, press START on Con- 
troller #1. A map of Pero's journey will 
pear. Press A to start the game. When all 
lives are over, the GAME OVER screen will 


GAME PLAY SCREEN 
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PERO'S LIVES. 





PLAYER'S SCORE. 
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gs SPACE WARS 


Be ready to shoot a 








and the Giant Seaflower 
Mecha-Frog awaits you at the end of this stage. But, look out for Dr. Gart-gariis 
attacking airship. 
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LONDON 


Move about London on foot as 
you did in the West. The Killers 
from the Cat Kingdom are on the 

loose, во be alert for an attack! Inside, move through. 

the dangerous Convever Belts and Pistons. "Me. 
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IBERTY 


Soar the unfriendly 
the skies once 
more, but this time 

In a beautiful balloon. Flying is 

more difficult as clouds block 

your view 
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COMPLIANCE WITH FCC REGULATIONS 


This equipment generates and uses rado frequency energy and if not installed and used 
properly, that is, in strict accordance with Ine manufacturer's instructions, may cause intere 
ence to radio and television reception. It has been type tested and found Io comply wah the 
limits tr a Class B computing device in accordance with the specications in Subpart J ot Part 
15 of FCC Rules, which are designed to provide reasonable protection against such interter- 
‘ence in a residential installation, However, теге Is no guarantee that interference wil not occur 
Ina particular instalation. this equipment does cause interference lo radio or television recep- 
tion, which can be determined by turning the equipment off and on, tne user is encouraged to 
"ry to correct the interlerence by one or more ol the following measures: 


*Reorleni the receiving antenna 
‘Relocate the NES with respect la the receiver 

Move the NES away from the receiver 

Plug the NES into a diferent outlet во that computer and receiver are on different circuits 


И necessary, the user should consult the dealer or an experienced radio/televison technician 
for addtional suggestions. The user may find the following booklet prepared by Ine Federal 
‘Communications Commission helpful: How to Identiv and Resolve Radio-TV Interference 
Problems. This booklets available from the US. Government Printing Office, Washington, D.C. 
20402, Stock No, 004-000-00345-4. 
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LIMITED WARRANTY 


EBC. inc variata to e org purche ol hs EBC sae produet inat he medium on weh ia computer ро 
‘yams nz Hos om elects r mate and woremaraıp tr a pr cl ine (9) days hom Ie dala ol 
роковое Tha EBC sehe program 990 - AU expose or mid warranty any d, and EBC па 
fate or any ese or damages clan ang testa Wan ut cf prog 


EBC agrees for a period of ninety (90) days to either repair or replace, at its option, 
free of charge, any EBC software product, postage paid, with proof of date of pur- 
chase, at its Factory Service Center. 


To receive this warranty: 
1. DO NOT return your defective Game Pak to the retailer, 
2. Notify the EBC Factory Service Center at 573 East 300 South, Salt Lake City, 
Utah 84102 (801-531-1867). When you write to us, please provide us with your 
phone number and a brief explanation of what appears to be wrong. 


‘Ta waranty e rot pit o normal wear ала а The warianty sal not be applicable and tll be void e 
decir me EBC scare produci tas an tough abuse. rvaonabia use mebbabnen c negeri THIS WAR. 
ВАТУ IS LEU OF ALL OTHER WARRANTIES AND NO OMER REPRESENTATIONS OR CLAIMS OF ANY 
NATURE SHALL BE BINONG ON ОЯ OBUGATE ЕБС ANY IMPUED WARRANTIES APPLICABLE TO IMS SOFT- 
WARE PRODUCT, MCLLDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PUR- 
POSE, ARE UNITED TO THE NINETY 180 DAY PERIOD DESCRIBED ABOVE IN NO EVENT VIL EBC BE ПАВЕ 
FOR ANY SPECIAL INCIDENTAL, CR CONSEGUENTIAL DAMAGES RESULTING FROM POSSESSION UGE OA MAL- 
FUNCTION OF TH EBC SOFTWARE PRODUCT. 


‘Some sae do not low maiore вето Now ong an end waranty lass and/or schon or laos on 
erai Sonsngbert camaces some above tong and/or enone abst may nota yo. Ta war. 
(Ara Ques you specie agree ard you may mc have other rois which vay fom die b se 
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ELECTRO BRAIN CORP. 


573 East 300 South, Salt Lake City, Utah 84102 
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